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DUNGE (PSR) \ MINIATURES RULES 

Basic D&D) AYN Air Power (TSR) £2.40 
Stes & 7 re C Cavaliers & Roundheads (TSR) £2.25 
Blackmoer qT = Classic Warfare (TSR) £6.75 


Eldritc@wizar 
Gods, Demi-G 
Swordg/e Spell 
Ie oe 
Chainrpaitt:, 
Chairaicter’ Archaic 
20 Character She 


Don't Give Up the Ship (TSR) 
Fighter Pilot (Little Soldier) 
Imperial Guard (Little Soldier) 
Knights of the Round Table (LS) 
Panzer Warfare (TSR) 

Tractics (TSR) 

Tricolor (TSR 


ets 


DO-IT-YOURSELF GAMES 
Railway Rivals (Watts) 

Kits available: 14 1B 1D01G1J11 1K 
Railway Rivals Handbook (Watts) 

Oil Distribution Game 


FANTASY GAMES 
B ofl the S Armies (TSR) 
Citadel (FGU) 

Dungeon! (TSR) 

Empire of the Petal Throne (TSR)£16.75 


Lankhmar (TSR) £6.95 
Sorcerer — Boxed (SPL), £6.25* ‘ = 
Multi-Sided Dice Sets SR 
Sorcerer - Pouch (SPI) aie ||P ge iisls) 
" ercentage Dice 
War of Wizards (TSR) £4.95 


Average Dice 


MAGAZINES 


"Owl & Weasel" (GW) 


White Bear & Red Moon (Chaos. 


| FANTASY RULES | 


The Ringbearer (L. Soldier) 


‘ i "The Dragon" (TSR) £1.25 
Wizards & Warfare (Leic. Micros "Little Wars" (TSR) £1.25 
MISC. ROLE-PLAYING RULES "Strategic Review" (TSR) Nos. 1-6 -45 
Boot Hill (TSR) £3.40 No. 7 -60 


En Garde! (GDW) 
Gladiators (FGU) 
Prehistoric Animal Combat 


Galactic War (Tabletopy 
Metamorphosis Alpha (TSR) £3.40 
Outreach - Boxed (SPI) 
Outreach — Pouch (SPI) £5.25" 
Star Empires (TSR) - Avail. soon 

Star Probe (TSR) £4.25 
Starship Troopers (AH £7.95* 


Subscriptions available on the above. 
"News from Bree" (Patterson) 
"The Wyrm's Footnotes" 


MISCELLANEOUS 


Petal Throne Posters (TSR) - 
Games Workshop Catalogue (GW) 


MINIATURE FIGURES 
Fantasy Figures — SAE for lists 


JUST ARRIVED 


Advance figures from the Minifigs D&D 
range. We have Dwarves, Elves, Goblins, 
Ores, Hobgoblins and Kobolds in stock. 


1066 (TSR) 
Der Fuhrer (Little Soldier) 
Fight in the Skies (TSR) 

| Kingmaker (AH) 

| Little Big Horn (TSR) 
Mercenary (Gametesters) £2.35 
Marching to Richmond (Watts) -48* 
Operation Market Garden (3 Mil.) £2.50* 
Peninsular War (Watts) -48* 

| Peninsular War Book (Shire) -30* 

| Pennine War (Watts) -48* 

| Poor Bloody Infantry (8rd Mill.) £1.60* 


£8.25 
£3.25 
£6.95 
£7.95* 
£6.95 


Call in or send SAE for lists. 

SF Games 
Battle for Andromeda (Taurus) £7.25 
Warriors of the Dark Star (Taurus) £7.25 


* Postage not included on items marked 
with an asterisk. Please add 20% p&p on these 
items. Total postage additions should be not less 
than 6%p but no more than 70p. 

Postage & packing included in the prices of 
all non-asterisked items. 

Please make all cheques/PO's payable to: 
"Games Workshop" 


TRADE ENQUIRIES WELCOMED 
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JANUARY 1977 


Inside this month is an exciting 
analysis of a simulated fight to the 
death between a Priestess of Avanthe 
in her guise as an Aridani warrior 
girl and Bill Lee, ace pitcher for 
the Boston Red Sox. The crowd 
was given a surprise treat — the 
Priestess dressed semi-nude 
for battle in the arena whilst Bill 
Prefered to stick to his Red Sox 
uniform. 
The battle was tough from the start. The 
Priestess was as agile as a cat with her sword 
flashing through the air but Bill kept the fast 
balls coming to keep her at bay. 
It certainly was an historic battle with the 
advantage passing from one to the other right 
until the victor stood alone after the final blow. 
Was it a blade through the heart or a spit ball to the temple? 


(result on page 13) 


-Giso_inside: 


i 


2 Editorial 
3 Monster Levels in D&D - Don Turnbull simplifies the, until now, 
complicated system for assessing a 
monster's 'relative nastiness’. 
5 Did you know that.... 
6 Computer Games — Martin Easterbrook introduces some 
oe of the more popular games to be played 
against computers. 
7 North Sea Oil — Brian Mitchell takes us through a game 
move by move with analysis. 
8 Letters 
) 9 D&D Society — Lew Pulsipher expresses his views. 


Games Day is coming.... again! 


Jexditing edition of Qwl & Weasel, the mean zine green Jean's 
cnéam machine. This month's Weasel is, I'm afraid, short 

> Sturr but high on quality. Lew Pulsipher makes some 

&\D Society off the ground and Don Turnbull is back in — 
ow to simplify a monster's 'relative nastiness' using 

“however, seek shelter in the other two articles; one 

Sea Oil. Oh yes, and there's also something for 


he ol 
iGjon page 5. AES | 

, Games Day is Gy eles and if this issue appears a little rushed, forgive us but 
you'll be receiving the hext issue (Games Day programme) in a fortnight. Things are a little 


hectic. This year's Games Day 
GA 


ME 


DAY 


should be quite something. More 
stalls, competitions and events, 
than last’ year besides the larger 
venue to make it work. 

And now for a little joke. This 
one is from Kendall Johns which 
is a reason why it's clean because 
I don't know any clean ones, and 
come to think of it, I didn't know 
Kendall did either. 

One day on a building site a bear 
walked up to the foreman and 
asked if there were any jobs 
going. The bear wore tight blue 
jeans and a three-quarter length 
coat and explained that he was a 
teddy-bear and not a teddy—boy, but that should not affect his prospects of employment. The 
foreman, as you'd expect, was somewhat taken aback but offered the bear a job so as not to 
appear prejudiced. The bear was happy to have a job and went eagerly to digging a hole with 
a pick-axe the foreman gave him. At lunchtime the bear went off for his pot of honey, which 
is usual for bears but when he came back he couldn't find his pick-axe. He rushed off to the 
foreman and explained that the pickaxe must have been stolen. "That's not very good is it 
and your first day too", said the foreman. "But it wasn't my fault", replied the bear a little 
distraught. "It's never anybody's fault", said the foreman rather unfairly, "but wait a minute, 
what's the date today?" The bear told him that it was the 15th July. "Ah, that would explain 
it", laughed the foreman,"today's the day the teddy-bears have their picks nicked". 

Kendall old son, you ought to be shot for that. But maybe we should have a "Bad Joke of the 
Year" competition. Yes, why not, and we could offer a prize of a Green Shield Stamp book 


G0- OAV a 


OK, let's have your awful 
jokes. Remember it's a 
prize competition! 
at FULHAM TOWN HALL, 
HARWOOD ROAD, LONDON SW6 
on Saturday, March 12, 1977 


at CHELSEA TOWN HALL, 
KING’S ROAD, LONDON SW3 
on Saturday, February 12, 


1977 


ADMISSION : Adults 40p 
Children 20p 


TIME ; 10.00 am ~ 6.00 pm 


HOW TO GET THERE: 


th 


nate 

Oaniey St 
er Pe ena 8 

DETAILS : from Game= Workshop, 97 Uxbridge Road, London WIE ts 
(tel: 01 743 704, 


STALLS x DEMONSTRATION & INVITATION GAMES & EXPERTS % COMPETITIONS 


On a serious note, keep the 
articles coming in for the 
subscriber article compet— 
ition. £5 worth of Workshop 
goodies to the winner of 
each category. 


Fuinam 
qBronaway tude 


HOW TO GET THERE: 


ADMISSION : Adults 50p 
Children 25p 


TIME : 10,00am ~ 8.00pm. frwooe Re 
DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 


Bye for now, 


Fulham Rg 
TOWN HALL 


STALLS * ADVENTURES * COMPETITIONS * 'BEST ROOM! PRIZE * FOOD * GAR (( 
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Monster Levels in D&D 


++4Don Tumbull (of Diplomacy fame) has recently turned his attention to D&D. Yes, it 
gets to us all sooner or later. In this article he strikes a blow for British D&D with an 
analysis of a monster's "relative nastiness", converting monsters!’ Level, Hit Dice, Armour 
Class and damage inflicted into two figures, the 'N' factor and the 'M' factor. These figures 
give, ata glance, a good indication of how powerful a monster actually is. Here, then, is 
the ‘Turnbull Analysis': ++ 


Perhaps the most important of the Dungeonmaster's skills is to design his dungeon levels 
so that they present critical dangers to an exploring party, with rewards only gained at the 
‘party's risk, yet so that they are not so dangerous as to wipe out a party without hope. In 
turn this requires a good knowledge of the relative nastiness of each monster used in the 
dungeon — and in this respect I don't think the tables of monster levels at the back of Greyhawk 
are as useful as they might be. Are Zombies, rated by Greyhawk as Level 2, really more 
dangerous to a party than Skeletons, which are rated as Level 1? I doubt it. Are Giant 
Spiders and Giant Snakes, both rated as Level 3, about the same degree of nastiness? Again 
I doubt it, though a lot depends on how you play the combat and poison rules. 
In any case, on what level are new monsters to be placed? A Su Monster has 4 dice plus | 
2, so should be about the same degree of nastiness as a 4-dice Giant Snake - Right? Only 
instinct can tell us unless a more systematic method is developed of determining a monster's 
. level. 
A monster's relative nastiness seems to be the product of 5 factors:— 
a) How wulnerable is it to hits? 
b) How many hits can it take before it departs this life? | 
Cc) How likely is it to hit its attacker? 
d) How much damage does it hand out if it does hit? 
e) Has it other dangers it can bring to bear on its attacker - eg. Poison? 


To take the last point first, there seems to be no satisfactory way in which a numerical 
allowance can be made for poison, paralysation, the use of magic by monsters, etc. since 
DM's handle these things in different ways and the effects themselves vary from monster to 
monster and from circumstance to circumstance. All we are likely to gain from this consid- 
eration is some sort of instinctive 'plussage' which reminds us that the monster is nastier 
than the other four factors alone indicate. 

However, the other four variables lend themselves to a more rigorous analysis, and I 

ge have developed two 'monster factors' from them. These are quite 
easy to work out for new monsters as well as those in the pub- 
lished rules. From one or both of them the monster level 
can be determined. 

‘Taking the first two points in combination, we 
can work out how long it will be, on average, be- 
fore a monster is killed. Using a first level 

fighter as a typical attacker, a monster's wil- 
nerability to hits depends on its Armour 
Class and it is easy to calculate the proba-— 
bility of a monster being hit in a given 
melee round. If the attacker is armed 
with an ordinary 1-8 sword, he will de- 
liver 4’ damage points each time he 
hits, on average, and since the mon- 
ster's average hits can be calculated 
from its Hit Dice, the first monster 

factor can be defined as follows: 
(Contd. over) 
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(where AC is the monster's Armour Class) 


y ane 
A brief word about the Me?age roll from a particular die. The average roll of an 8-sided die 
is (8+1)/2 = 4%; that of a 6-sided die is (6+1)/2 = 3% etc. So a beast with 4 8-sided dice has an 
average of 4x4 = 18 hits. Similarly, a beast delivering a 1-10 bite will inflict (10+1)/2 = 5% 
hits per bite on average. 


I don't think that N tells the whole story, but it is a good start and a useful rough guide to 
a monster's strength. There are some difficulties. First, a monster with a particularly low 
Armour Class can't be hit at all by a first level fighter and therefore, strictly speaking, its 
N factor should be infinite. In this case it is probably sensible to calculate N using as a typical 
attacker the lowest level of fighter who can deliver hits. Thus a 4th level fighter is needed for 
AC -2 or -3, seventh level fighter for AC -4 or -5, etc. The fact that a fighter better than 1st 
level is needed to score a hit can be incorporated into the final monster rating. Second, a 
normal 1-8 sword won't hit certain monsters (eg. Lycanthropes). In this case it is probably 
sensible to calculate N as usual, noting a 'plussage' when determining the monster level; 
most parties are careful enough to take down some silver arrows, and in any case +1 swords 
are usually pretty easy to find (and some DMs will permit their purchase in the local store 
before the party ventures down). 

I suggest that N is a better measure of experience to be gained from killing a particular 
monster than just the monster's hit dice. Armour Class does make quite a difference - a 
4-dice beast with AC2 has N=20, whereas N is halved if the AC is 8. 

But N is not enough on its own. I wouldn't mind pitting my 1st level fighter against a 20- 
dice beast with AC -1 so long as it couldn't hit me, and would spend many happy hours doing 
so; however, I would think twice about pitting him against a 1-die beast with AC8 if the beast 
could hand out 10-100 damage each time it hit. The damage a monster can hand out in the pro- 
cess of being killed is a very significant element - hence the other factor M, which is defined 
as follows: 


M = The average number of hits a monster would hand out to a character of Armour 
Class 2 during the number of melee rounds denoted by N. 


Again there are difficulties here. Two fighters would attack a single monster simultaneous- 
ly if they could, but M has to give a picture of a line of 1st level fighters of Armour Class 2 
attacking a given monster successively (ie. each would wait until his predecessor was killed 
before going into action). 

The whole thing gets far too complicated if more than one attacker, or more than one mon- 
ster (or both) is considered. 

Bearing this restriction in mind, calculating M is quite simple - multiply N by the prob- 
ability of the monster hitting Armour Class 2 defenders ina given round, then multiply the 
result by the average number of damage points it delivers if it does hit. 

A few examples might help: 


BUGBEAR ~ 3 Dice + 1; AC5; 1 attack per round; 2-8 damage if successful. 
= 14% x40 _ 


ea aar 


about 9.2 


MONSTER LEVELS IN D&D (Contd. ) 


2+8 
2 


2. 


M=N x about 18.4 
Thus a line of 1st level fighters would kill the 


beast in 10 melee rounds but it would kill 4 
of them during that time. 


STONE GIANT - 9 dice; AC4; 1 attack/round; 
3-18 damage if successful 


_ 40% x 40 _ 

No xie, eo 
3+18 3 

M=Nx—3— xz = 189 


Thus it would take a line of first level fighters 
30 rounds to kill the Giant (three times longer 
than the Bugbear) but it would kill 40 of them 

(ten times more than the Bugbear) during that 


N and instinct t- determine the level. 

However, even with the restrictions of the 
method, I believe this to be a useful set of 
calculations and hope others find it of value. 

+4+Don Turnbull++ 
Competition Category: Fantasy 

++ Applications of the T.A? Calculating fig- 
ures such as these gives scope for all sorts of 
applications, such as revised, and more ac 
curate monster level tables (as Don has done); 
wandering monster guides to solve the old 
problems of how many monsters to have ap- 
pearing against a party of 5, etc; treasure 
guides, for example the amount of treasure 
found in a room containing a certain monster 
might be its M value times a certain constant. 
Any other ideas? SJ-+H 


time. 


MANTICORE - 6 dice + 1; AC4; 1 attack/round 
either two 1-3 claws anda 1-8 
bite or six 1-6 spikes if suc— 


cessful. 
N = 22488 ~ about 21.5 
M=N xe (2x Bxo+S U8 
+5 x6 x US) = about 149 


Thus a line of first level fighters would kill the 
beast in just over 20 rounds but during that 
time it would kill 32 of them. 


I hope this is relatively clear - I would be 
pleased to answer readers' questions and 
enter into debate on the method of calculation, 
since other DMs may handle their monsters 
in different ways. 

I suggest that the M factor (where this can 
be calculated) is the best guide for assessing 
a monster's level. To calculate these factors 
for the 150+ monsters in my own dungeon was 
a tedious business but the results are interest- 
ing and have caused me to abandon the Grey- 
hawk monster level tables and draw up my own 
(in fact I now use a 10-sided die rather than 
3-sided, and have 12 monster levels, but that's 
perhaps another story). 

Note that M can't be calculated for all mo 
monsters, unfortunately. A Wight doesn't 
nand out hits at all, for instance, but drains 
levels; similarly a Mind Flayer doesn't bother 
jamaging an attacker - it merely kills him. 
Deviations such as these can't be incorporated 
nto M, and one has to fall back on 
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Did you know that... 


...the four best-known games in the country 
are Monopoly, Scrabble, Mastermind and. 
LIBIDO. ... 


...women are more willing to play games with 
personal relationships, like LIBIDO and 
PERSONA.... 


.+.Catalyst Products Ltd. (Sheladas Ltd.) are 
the only British games company who are out— 
and-out producers and promoters of adult 
games.... 


.+.next autumn, SIGMA will organise and 
launch the first London Games Fair, to be 
promoted so as to introduce the general public 
to the pleasures of games playing......there 
has never been an annual exhibition to show 
people what they are missing. ... 


Who would have thought Libido was one of the 
Four best-known games in the country and 

played by women, too. Gosh, you live and 
learn. Who would have thought that Catalyst 
Products Ltd are the only adult games prod- 
ucers. What about Hartland with 1829 and 
Kingdoms? And this London Games Fair. Funny, 
I thought the second Games Day was about to 
happen. 

Strange facts these, where do they come from? 
Answer - SIGMA NEWS. The recently formed 
Society of Inventors of Games and Mathematical 
Attractions has a Chairman. His name is Jack 
Jaffe, inventor of LIBIDO and PERSONA, owner 
Catalyst Products Ltd. Jack is also editor of 
SIGMA NEWS. And 1 wonder which two games 
are going to be highlighted at the London Games 


? HILH 


é\those found in a random search through our computer's 

me Bke sumably these represent the popular survivors of the 

fo. the fnachine during the term. All these games are of "med 
bay " games such as MASTERMIND which differ from 

‘ornputer as opponent. Sadly, the search did not 

Ke em vt imames now doing the rounds like the STAR TREK game 

and-Some, of the more complex versions of the MOON LANDING simulations. Playing time 

forthesé games is about 20-30 minutes. 


MOON LANDING “ 


This is a simple one-dimensional version of the usual problem. Fuel constraints are 
very tight and you have to be fairly skilful to get your ship down on the surface. It takes two 
or) three games to get the hang of the system but you eventually develop the nerve to leave 
halting your sickening plunge until the last moment when you need every ounce of fuel to 
make a smooth landing (and avoid some satirical message from the computer). Once you have 
mastered the basic technique you can try your hand at landing on earth. This turns out to be 
far more difficult because of the stronger gravity. To keep the game a challenge every time 
it is also able to start you at random heights and velocities above the moon. 

This version isn't as good as the most complex I've played, where you start with both 
forward and downward velocity and have to land on a pre-set target by changing both the or- 
ientation of the spacecraft and its thrust (and even took pity on those who like to fly by eye 
by printing out a graph of your position and course over the last few hundred feet) but the 
basic problem remains the same and the game takes only a fraction of the time. 

One of the particular pleasures of these programmes is in trying to cheat the designer. 

I was most upset when the designer of the complex game fixed things so I couldn't refell my 
tanks by running the engines in reverse, and then made me black-out while in the middle of 
my usual 200g landing manoeuvre (these modern astronauts aren't as tough as Dan Dare was). 


HUNT THE WUMPUS 

This is basically a good idea but it hasn't been Programmed into a very good game. The 
basic aim is to hunt the Wumpus through a three-dimensional network of tunnels and cham- 
bers which can range from quite a simple map to some absolutely horrible three-dimensional 
crystal structure. However, only the first couple of games provide any challenge, after this 
you discover that apart from the deadly Wumpus the maze also contains one bottomless pit 
to be blundered into, and one giant Bat to be carried off by. Once you have experienced the 
first unnerving encounter with these you learn that they can be detected by a breeze or the 
sound of bats before you enter the chamber. Also the programme allows you unlimited am- 
munition so when you smell a Wumpus all you have to do is blast off wildly into all adjacent 
chambers (serve the damn bat right anyway). 

Despite this programme's limitations I'm sure many of you will have already realised 
its possibilities for development. With the use of the D&D wandering monster table, the maze 
could be turned into a more interesting dungeon. In my search, I also came accross one 
programme for playing DUNGEONS & DRAGONS but this only went as far as throwing for 
and equipping the characters. A combination of the two Programmes might prove interesting. 


HAMMURABI 

This is my favourite game of all. The Programme confronts you with the problem of 
reigning ancient Babylon for 10 years. You have to divide your wealth, in terms of grain, 
between feeding your population, planting seed, and buying and selling land. You are soon in 
the grip of random harvests, land prices and plagues. The main hazard is the expanding 
population which always outgrows food resources until cut back by plague. At any time star- 
ving too many people to death can lead to revolt (you have been deposed, your left eye has 
been gouged out and you have been declared National Fink"), After a couple of games of this 
you will feel that Ivan the Terrible was a much maligned man. I have managed to evolve a 


strategy for the game which starves no-one but if the country avoids plague the ungrateful 
6 (Contd. p.11) 
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WORTH S&A OlL 


++ Brian Mitchell is well-known to readers of GAMES & PUZZLES for his consistent 
appearances in the "Readers' Garnes" section (which, sadly, disappeared around issue 50). 
Here he takes us through Omnia's NORTH SEA OIL which, in spite of a few sticky points 

in the rules, entered the G&P charts last year at number 15. North Sea Oil was first review-— 


ed in Owl & Weasel 12 - January, 1976 ++ 


Finding myself alone and with some time on my hands I decided to become a North Sea 
oil tycoon with Omnia's game NORTH SEA OIL (well it does say for 1-6 players on the lid). 

After joining the two-piece playing board, shuffling and placing the four sets of cards 
(Weather, Price of Oil, Tax and Interest and Site Testing), collecting my 7 concession 
tokens and placing my peg in the borrowing recorder I am ready to consider my first busi- 
ness decision. 

Although I am penniless, my bank has overwhelming faith in my abilities in so much as 
it is prepared to negotiate loans of 500,000 or 1,000,000 International Dollars per turn, with 
the 2 provisos being that interest rates on loans must be paid on the dot, and the total loan 
must not exceed 4,000,000. Loans can be paid back to the bank only in 500,000 Dollar 
sums and if I can make a clear profit of 5,000,000 I can consider myself for something 
better (Dungeons & Dragons maybe? !) 


Turn 1 — Labour - Winter 
Labour's interest rates being invariably low, I negotiate a 1,000,000 Dollar loan, and 


“make the maximum of 3 site testings (at a cost of 100,000 Dollars each) in the SE and SW 


sea areas. The NE and NW areas are more prone to adverse weather conditions. The three 
site testings look promising. 2 have small oil deposits (20,000 barrels) and 1 has medium 
deposits (40,000 barrels). 
I have 700,000 Dollars and although the weather does not 
auger well I am going to blow the lot in order to obtain the 
2 oil drills and drilling rights for the two oilfields with 
small oil deposits. This means they are ready for produc- — 
tion (well... you can't sit on borrowed money). 
RESULT: A winter of discontent. The weather in SW is blow- 
ing a gale meaning I lose one oil drill without trace. The 
weather in the SE is rough meaning half production (10,000 
barrels). The price of oil is 4 Dollars per barrel, hence 
10,000 x 4 = 40,000 Dollars. WAIT! Labour's revenue tax 
being 50% reduces my earnings to 20,000 Dollars. WAIT = 
AGAIN! Labour's interest rate of 5% means I owe 50,000 
Dollars on the 1,000,000 Dollars I borrowed. = 
In attempting to rake up the 30,000 Dollars, | sell a special drill worth 150,000 Dollars 
to the bank, but thanks to Labour's high capital tax of 75%, I only get 35,000 Dollars which 
more than sees off the money I owe. I am left with 2 site concessions and 5,000 Dollars in 


, cash. Maybe you can sit on borrowed money. 


Turn 2 - Labour - Winter 

Not again! I negotiate another 1M Dollar loan & spend 800,000 Dollars to make the oilfield 
with medium deposits ready for production. I also spend 150,000 Dollars to get an oilfield 
with small deposits ready for production. Cash-in-hand: 55,000 Dollars. 
RESULT: Labour's Capital and Revenue Tax is 50%. Not bad. Price of oil 10 Dollars per 
barrel. Good. Weather is stormy, meaning no production. A kick in the teeth. If the weather 
had been good I would, after having paid interest rates, have secured a 20,000 Dollar profit. 
As it is, however, I have to sell a special drill in order to pay Labour's 5% interest rate 
(100,000 Dollars). I am now 2M Dollars in debt, with 30,000 Dollars in hand, and 3 oil site 
concessions, one of which is ready for production. 


Turn 3 - Conservative - Autumn 


Weather must surely improve! I make yet another 1M Dollar loan, obtain 2 special 
(cont. over) 
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Turkce! ‘Labour — Winter 


d uWhnue Tax is nil. Excellent. Interest rates are 20%. 
Mating of oil 4 Dollars per barrel. Could be better. I 


mere interest rate to pay is 600,000 Dollars, I am 


A deadly combination/o: ‘proven ability. I take my last permitted loan of 1M Dollars, and 
set up another oil drill ready for production at a cost of 800,000 Dollars. I now have 2 oil 
drills producing on medium deposits and 2 oil drills producing on small deposits. My cash— 
in-hand stands at 350,000 Dollars. 

RESULT: Weather good, Excellent. Price of oil 10 Dollars per barrel. Good. Labour decide 
to nationalise. Compensation payments, after 200,000 Dollars interest repayments, comes to 
1M Dollars, leaving me with 1,350,000 cash-in-hand. Labour call it compensation but to me 
it is like being given a marshmallow after first having had all your teeth kicked out. 


Turn 5 — Liberal - Autumn 

I spend 1,150,000 Dollars to get one medium and one small deposit oilfield into production 
and await almost certain bankrupcy. Cash-in-hand is 200,000 Dollars. 
RESULT: Liberal Capital Tax 50%. Reasonable. Revenue Tax nil. Excellent. Interest rates 
20%. Not good. Price of oil 10 Dollars per barrel. Good. Weather rough, meaning half prod- 
uction. Speechless! After setting up I have one oilfield with small deposits ready for produc— 
tion and 100,000 Dollars in cash. 


Turn 6 - Conservative - Spring 
This must surely be the final round. 
RESULT: Would you believe that the perfect conditions for production have just come into 
effect? Weather good. Price of oil 20 Dollars per barrel. This, coupled with a revenue tax 
of 25%! Even the single oil field with its small deposits earn a cool 300,000 Dollars. However, 


the 800,000 Dollar interest rate completely wipes me out. 


Played in competition, NORTH SEA OIL is a great favourite of mine. I particularly like its 
scope for taking business decisions and also, believe it or not, the odds seem to be slightly 
stacked against any player making good. A player can, however, greatly increase his win- 
ning chances if he first sees how the Weather, Price of Oil and Tax and Interest cards are 
composed, and memorises them as they are played. 


++ Brian Mitchell ++ 
Competition category: General 


happy to print names and addresses in O&W. Also 
it might be a good idea to include phone numbers 
and, say, a list of three favourite games to give 
other people an idea of your likes. IL+ 


Letters 


Dear O&W, 

How about starting a wargames 
society and printing names and addresses 
of members in O&W as you do with the 
D&D Society. 


Dear O2W, 
Have you ever thought about starting 


Regards, 


1 1 plus the postage. It may turn out to be a viable 
Daniel Stee 


proposition as people may welcome the opportunity 
of trying out a game before buying it. It's just a 
thought. 


++1 don't really think Games Workshop has 
the time to start off another society as, if 

it is to become anything at all, a lot of 
effort must be put into it. However, it's 
obviously a good idea and if anybody is inter- 
ested in taking the job on of forming the 
society, let us know. We will certainly be 


‘Yours sincerely, 
Rhiannen Jones 


++Trust a female to come up with a good, simple 
idea. There are problems of course and we need 
manufacturers’ help. Watch this space! IL+t 


| 
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a games library? You could charge a nominal fee 4, 


The D&D Society Is free and open to all 


New members this month are; 


Don Turnbull - 5 Greenlands, Red Cross Lane, Cambridge CB2 2QY 
Ron Conham - 48 High Street, Ipswich IP1 3QU 

David Wood - Bank Cottage, Kempe's Corner, Ashford, Kent 

Frank Dashwood - 12 Lomono Road, Edinburgh EH5 3UR 

Howard Thomas - 81 Romney Walk, Blackburn, Lancs., BB1 1PW 


Dear O&w, 

My suspicion that the D&D Society is an idea and little more was recently confirmed 
by a glance at some O&W back issues. Since I have considerable experience in organization 
thanks to founding a somewhat similar group in the USA (devted to wargames), I hope to make 
a few useful suggestions so that we'll have something to think about before the first meeting 
of the Society at Games Day 77. 

The organization I was involved with covered one American state the size of England and Wales, 
with about 10 million people, over one fifth of them concentrated in one city (Detroit in the 
state of Michigan). Even in Detroit, each player knew only one or two others. (The situation 
for D&D in Britain seems a bit advanced from that, but not much, judging from the difficulty 
I've had finding a regular campaign in London). There were two problems to overcome. First, 
even where players lived near each other, they seldom knew of each other. Second, there were 
no scheduled meetings in the state. The first problem was solved in part by collecting and 
printing wargamer addresses in several Diplomacy zines. By starting the Society and listing 
member addresses in O&W, Games Workshop is doing more or less the same thing. Better 
publicity for the Society in other games magazines, few as they are, might help find new 
members. This one-time listing is not enough, however. Unfortunately, few people will have 
the initiative to write to others on the list, preferring to sit back until someone writes to them. 
=ven when a person has some initiative, after he finds a few compatriots he won't write to 
anyone else. Newcomers see none of the old addresses, so they're not much better off than 
before. A periodic complete listing of addresses is needed, to start with. More is required 
for areas where there are many players, however. In these areas, usually centered ina large 
city, it should be possible to have at least one meeting a week, and probably more. In the 
Detroit area, it was not until an inexpensive monthly local newsletter was available to publcize 
local meetings that local meetings became common. People heard about the meetings through 
the newsletter, having heard of the newsletter by word of mouth, through the parent statewide 
organization, or through a flyer in some game shop. The editor of the newsletter also sent a 
sample copy to each new gamer discovered in the area. When people began getting together at 
meetings to talk over local problems while they played, they usually found more volunteer 
organizers and heard of more possible locations for meetings. All this was reported in the 
newsletter, one reinforcing the other. The result in Detroit may be judged by looking at the 
advertisement in The Dragon 3 for their ninth convention, with Gary Gygax and company as 
special guests. Their convention last summer drew over 200 people per day, for three days. 
The important thing here is that the newsletter must be inexpensive and monthly or more 
frequent, and that a sample should be sent to every new gamer turned up in the area. It is 
probably too much to try to cover more than one metropolitan area, also. In Michigan we used 
several Diplomacy/postal game zines as our information vehicles, though the club as a whole 
finally started a separate quarterly gaming magazine. For British purposes in metro areas, 
Owl & Weaselis not satisfactory. It costs (by mail) 10p more per issue than a typical 
Diplomacy zine, and consequently may be too expensive for the typical D&D budget - it is for 


(cont. over) 


‘ OQ 4 
D&D SOCIETY (cont. fromPg), 
mine. It ig also, T suppOsey/anational rather than a regional zine. It might serve as an 
information vehicle For hie nen, \but not for Birmingham, Manchester or Liverpool, say. What 
do at'Games Day), then is\to find people who either edit existing zines or who are 
willing /to ‘start new ones, pretenably, the former, who can provide a newsletter for each area 
where/D& Bers Are concentrated: In'Gwi & Weasel we already have the parent magazine which 
people can subseribe to for a while Until they find their niche in a local organization. 
Arsetond part of the local meeting Prdblem is where to hold them. I've been told that facilities 
are|Seldom,available here; two ofthe thrée organizations I know of holding regular wargame 
meetings, in London ch ge 50 — 75— per person per meeting to cover room rental costs. In 
Amefita aiperson wouldn'tmind) paying |this for a large convention, but for a local meeting? 
It shouldn't be necessary. In=Detroit it was found that many schools or universities would 
permit game meetings s6.long as a few of the gamers were students. Even the conventions 
were held on university premises, at no cost to the organization because the university 
profited by food. concessions and publicity. (In summer '76 publicity included local television 
and) Sunday newspaper coverage). Another good spot for a local meeting was a library, of all 
places. Some libraries were willing to lend one room to groups when local residents were 
involved. (Churches may be willing to offer space to members for game meetings, as well). 
Turning to London, there are several places where meetings might be held in the central area, 
and I suppose many more farther out. Wargame meetings are already held twice weekly ina 
lounge at City University during term, at no cost. Most of the people are students, but non— 
students can participate. Last year, I'm told, there were fortnightly game meetings in the 
Union of the University of London. These seem to have lapsed, but there are many rooms 
available which would not have to be reseved. The group would need a few UL students in 
case some authority came by and wanted to know who was using the Union, "oh, we're students 
of course". Early in '77 meetings will begin at King's College. No doubt there are other 
educational institutions about that could be similarly used. Libraries seem to be short of 
space over here, and churches may also lack the small out-of-the-way room that gamers are 
likely to be offered, if any. 
Some may ask why scheduled meetings are needed; why not have a local organizer who phones 
everyone when someone wants to play? The first reason is the lack of people willing to do 
this. It is a much greater burden than simply finding a location, sending the meeting notice to 
the newsletter, and contacting each newcomer once to let him know about the meeting place 
and usual time(s). Too often the phone organizer becomes accustomed to phoning the same 
regular players, and new or occasional players are left. This won't happen with scheduled 
meetings, especially if the schedule is strictly regular. 
The second thing we need to do at Games Day, then, is to find some people willing to hunt for 
local meeting places. As long as there are three or four people in an area scheduled meetings 
can be started, and should grow from the modest beginning. The worst thing that can happen, 
however, is to schedule a meeting and then not hold it. The fringe player who chooses that 
meeting to show up for the first time will be lost to the group. If there are so few enthusiastic 
local players that this is a danger, phone-organizing may be preferable to scheduled meetings. 
There should be some way to reach people who buy sets by mail or those who otherwise can't 
benefit from word of mouth. Meeting schedules should be placed in local game stores. Adver— 
tising in game magazines is too expensive, but it's often possible to get a plug in the news 
section of amateur zines. A more remote possibility is newspaper publicity in the form of an 
article about D&D or about fantasy games in general. In Detroit a fellow who wrote a games 
colurm in one of the two major dailies discovered the local gamers group, attended a con— 
vention and talked to many of the organizers, and then wrote a somewhat perculiar article 
which nevertheless garnered about 40 enquiries for the club. More often it is the small paper 
which concentrates on local news that is willing to publish this sort of thing. Someone who 
writes a games column or a book reviewer who loves The Lord of the Rings would be ideal 
newspaper contacts. In London, some of the borough papers might be interested, and the 
Standard and News seem willing to print anything that might titillate or amuse their readers. 
By the way, some may have noticed the small piece in The Times about SIGMA - but SIGMA 
has the backing of several shops and game companies to give it an air of legitimacy that the 
D&D Society cannot pretend to have. It would be interesting to know how they managed 
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difficult Lew. Didn't you see The Times 
article on 14th Dec on games including D&D 


or The Guardian article or The New Society 
article on D&D, The Daily Mail article last 
year, The London Weekend Show on TV or 
even Woman magazine last week! )). 
For newspaper publicity purposes, the contact 
address should not be that of a game shop 
which happens to be (Sole?) ((yes)) importer 
of the game — it smells too much of self- 
serving commercialism and might deter the 
paper. I'm not saying that it is, I'm just 
saying this is what it would look like. ((It 
doesn't deter the paper, in fact the opposite 
« 1S true in the UK as they like to get the 
information from the horse's mouth with the 
least effort — hence above publicity where we 
were approached by the papers and media 
concerned)). 
This brings up the question of what officers, 
if any, the D&D Society should have. So long 
as GW is willing to use O&W as the parent 
zine (OK)), and the members are willing to 
-accept , there is no absolute need for any 
officers. In a different situation it would be 
necessary to have an editor. In any games 
organization it is the workers who decide 
what will be done, no matter what the formal 
organizational structure is (if any). If some 
sort of structure is desired, the Society 
could get along with an Editor, President or 
rites the Pr @ publicity Director or Rec- 


D&D SOCIETY (cont from p 10) 
to get something in, though. ((It's not that 


ruiter. The President would be jack of all 
trades and general inspiration; the jobs of the 
other two are Obvious. Steve and Ian between 
take care of the editorial task, and much of 
the recruiting. If Graham Buckell or Hartley 
Patterson, sty, who are well known, could be 
convinced to act as President, we'd have all 
the formal organization we need. 
Face-to-face meetings are needed to get much 
done in a club. More can be accomplished by 
one hour of discussion than by two months of 
letter and article writing. I hope everyone will 
® think about the problems of organizing the 
Society beforehand so that we'll be able to 
start the meeting at Games Day with some 
_ intelligent comment rather than a lot of groping 
about. 


++ Lew Pulsipher-++- 


| 

++Thanks Lew for your thoughts. I'd like to 
make a few comments myself on the Society 
and enlarge on my few interjections above, 
but there's no room left. Save it for Games 


\ Day. And sorry for the length of this letter 
j a eu non-D&Ders. jj 


COMPUTER GAMES (Contd. from p.7) 


mob usually execute me for reducing the 
country to a poverty-strickened mass. So far 
my attempts to manipulate the market in land 
have come to grief at the hands of the rats 
who promptly ate all my profits. 

When checking through the files, I did 
find an interesting modification of this game 
which allows you to keep a privileged personal 
bodyguard which should presumably give you 
some degree of protection against rebellion. 
If I had time, I'd try to write in a routine for 
calling on the IMF! 


APOLLO-SOYUZ 


If anyone has the vaguest idea how you 
play this game, could they please tell me? 
The printout at the end of each ‘turn! provides 
a confusing jumble of information in terms of 
two-dimensional velocity vectors, orbital 
periods, position vectors and orbital radii. 
Any thrust at all seems to send the orbit un- 
stable and I'm unsure whether this is a cor— 
rect result or due to an error in the program-— 
me. This game would appear to be only for 
those able to think in fairly abstract math- 
ematical terms. 


MARTIN EASTERBROOK 
Competition category: General 


DIPLOMACY WORLD 


DIPLOMACY WORLD is a quarterly nagazine 
on Diplomacy, which 1s edited by Walter 
Buchanan, f. R. 3, box 324, Lebanon, IN 
46052. The’ purpose of each 4O-page off— 
set issue is to present a broad oyer- 
View of the postal Diplomacy hobty by 
printing articles on good play, carry- 
ing the Hoosier Archives Demonstration 
Game with expert analysis, listing rat- 
ing systens, publishing letters to the 
editor, listing game openings and sine 
news, and printing a complete variant 
game and map with each issue, In short, 
anything of a general interest to the 
Diplomacy commmity is fair game for 
DIPLOMACY WORLD, Subscriptions sell 
for $4.00 per year, ($4.50 outside the 
U,S.), Checks should be in U.S. funds 
and made payable to “Walter Buchanan.” 


WALTER W. BUCHANAN 

URAL AouTE wo. 3 

LEBANON , INDIANA 
¥eos2 


HOW MUCH IS A WEASEL? 


Answer — In the shops: 20p 
By subscription (UK): 25p inc. p&p 
By sub. (overseas): 30p inc. p&p 


i 


